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For safe use of this product, carefully read the following section of this manual and the Precautions section of 
the instruction manual supplied with the PSP®(PlayStation®Portab1e) system before use.-Retain both this 
software manual and the instruction manual for'futu,Ee reference. 

AWARNING: photosensitivity/epilepsy/seizures 

A very small percentbgi of indivi^uafsjriay experience epileptic seizures or blackouts when exposed to certain 
light patterns or flashing lights. Exposure to certain patterns or backgrounds on a screen or when playing video 
games may trigger epileptic sejztires or blackouts in these individuals. These conditions may trigger previously 
undetected epileptic symptoms or seizures impersons who have no history of prior seizures or epilepsy. If you, 
or anyone in your family, has an epileptic condition or has had seizures of any kind, consult your physician 
before playing. IMMEDIATELY DISCONTINUE use and consult your physician before resuming gameplay if you 
or your child experience any of the following health problems or symptoms: 

• dizziness • disorientation 

• altered vision • seizures 

• eye or muscle twitches • any involuntary movement or convulsion 

• loss of awareness 

RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN. 

Use and handling of video games to reduce the likelihood of a seizure 

• Use in a well-lit area and keep a safe distance from the screen. 

• Avoid prolonged use of the PSP® system. Take a 15-minute break during each hour of play. 

• Avoid playing when you are tired or need sleep. 

Stop using the system immediately if you experience any of the following symptoms: lightheadedness, nausea, 
or a sensation similar to motion sickness; discomfort or pain rri the eyes, ears, hands, arms, or any other part of 
the body. If the condition persists, consult a doctor. 

Do not use while driving or walking. Do not use in airplanes or medical facilities where use is prohibited or 
restricted. Set the PSP® system's wireless network feature to off when using the PSP® system on trains or in 
other crowded locations. If used near persons with pacemakers, the signal from the PSP® system's wireless 
network feature could interfere with the proper operation of the! pacemaker. 


Use and handling of UMD™ 


• This disc is PSP® (PlayStation®Portable) format software and is intended for use with the PSP® system only. If 
the disc is used with other devices, damage to the disc or to the device may result. • This disc is compatible for 
use with the PSP® system marked with FOR SALE, AND USE IN U.S. ONLY. • Depending on the software, a 
Memory Stick Duo™ or Memory Stick PRO Duo™ (both sold separately) may be required. Refer to the software 
manual for full details. • If paused images are displayed on the screen for an extended period of time, a faint 
image may be left permanently on the screen. • Do not leave the disc in direct sunlight, near a heat source, in 
a car or other places subject to high heat and humidity. • Do not touch the opening on the rear of the disc 
(recording surface of the disc; see drawing). Also, do not allow dust, sand, foreign objects or other types of dirt 
to get on the disc. • Do not block the opening with paper or tape. Also, do not 
write on the disc. • If the opening area does get dirty, wipe gently with a soft 
cloth. • To clean the disc, wipe the exterior surface gently with a soft cloth. • Do 
not use solvents such as benzine, commercially-available cleaners not intended 
for CDs, or anti-static spray intended for vinyl LPs as these may damage the disc. 

• Do not use cracked or deformed discs or discs that have been repaired with 
adhesives as these may cause console damage or malfunction. • SCE will not be 
held liable for damage resulting from the misuse of discs. 




Ejecting the disc 


Press the right side of the disc until it is in the position shown in the 
drawing and then remove it. If excess force is applied this may result in 
damage to the disc. 


Storing the disc 


Insert the bottom side of the disc and then press on the top side until it 
clicks into place. If the disc is not stored properly, this may result in 
damage to the disc. Store the disc in its case when not in use and keep in 
a place out of the reach of children. If the disc is left out this may result in 
warping or other damage to the disc. 


SOCOM U.S. Navy SEALs Tactical Strike Tips and Hints 

Game Hint Guide Information PlayStation Underground Game Guides 

For free hints and tips visit us at www.us.playstation.com. Sign up and become a member of 
the PlayStation Underground and access free hints, tips, and cool moves for games produced 
by Sony Computer Entertainment America. 

No hints will be given on our Consumer Service/Technical Support Line. 

Consumer Service/Technical Support Line 1-800-345-7669 

Call this numberfortechnical support, installation or general questions regarding PSP® 
and its peripherals. Representatives are available Monday-Saturday 6AM -8PM and 
Sunday 7AM - 6:30PM Pacific Standard Time. 
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SEJTING UPYDURPSP® (PLmiimmEOTEM _ 

Set up your PSP®(PlayStation®Portable) system according 
to the instructions in the manual supplied with the system. 

The power indicator lights up in green and the home menu is 
displayed. Press the OPEN latch to open the disc cover. 
INSERT the SOCOM U.S. Navy SEALs Tactical Strike disc 
with the label facing the system rear, slide until fully inserted 
and close the disc cover. From the PSP® system's home 
menu, select the Game icon and then the UMD™ icon. A 
thumbnail for the software is displayed. Select the thumbnail 
and press © of the PSP® system to start the software. Fol¬ 
low the on-screen instructions and refer to this manual for 
information on using the software. 

Do not eject a UMD™ while it is playing. 

M™n^_sijcK_Dyg™ 

Warning! Keep Memory Stick Duo™ media out of reach of 
small children, as the media could be swallowed by accident. 

To save game settings and progress, insert a Memory Stick 
Duo™ or Memory Stick PRO Duo™ into the Memory Stick 
Duo™ slot of your PSP®. You can load saved game data 
from the same memory stick, or any Memory Stick Duo™ 
containing previously saved games. 

Note: A Memory Stick Duo™ or Memory Stick PRO Duo™ with at 
least 650 KB of free space is required for a "Save Game" file. 
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WIRELESS (WLAN) FEATURES .' _ 

Software titles that support Wi-Fi functionality allow you to 
communicate with other PSP® systems, download data and 
compete against other players via connection to a wireless 
local area network (WLAN). You can adjust the network 
settings to allow connection to a wireless local area 
network (WLAN). There are two WLAN modes: Ad Hoc and 
Infrastructure mode. 

SOCOM U.S. Navy SEALs Tactical Strike supports Ad Hoc and 
Infrastructure Modes. Please see the Multiplayer section of this 
manual for further details. 

SOCOM U.S. Navy SEALs Tactical Strike is only playable on¬ 
line via the Infrastructure mode for the PSP® system. In order 
to get online, it is a requirement that you connect your PSP® 
system online via a wireless access point or wireless router 
that is 802.11 b compatible. For more information on your wire¬ 
less router's 802.11 b compatibility, check with the manufac¬ 
turer of the router. The manufacturer is not responsible for 
any incurred Wi-Fi fees. 

Infrastructure mode is a Wi-Fi feature 
that allows the PSP® system to link to a network via a WLAN 
access point (a device used to connect to a wireless 
network). In order to access Infrastructure mode features, 
several additional items are required, including a subscription 
to an Internet service provider, a network device, a WLAN 
access point and PC. For further information and details on 
setting up an infrastructure connection, please refer to the 
PSP® system's Instructional Manual. 

Note A WLAN access point is a device used to connect to a 
wireless network. Certain limitations apply to Wi-Fi connectivity. 

See manual for details. Player responsible for Wi-Fi fees. 

Ad Hoc Mode: Ad Hoc mode is a wireless feature that 
allows two or more individual PSP® systems to communicate 
directly with each other. 
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V CDNTRDLS 


PSP® (Pla 


ortable) system configuration 


In-Game Communications 

Menu (online) .® (tap) + 

directional buttons 
or analog stick 

Activate headset .■■ or left 

direction button 


. 


Analog stick 
Strap holder 
Left speaker 
HOME button 


IN GAME MENU CDNTRDLS 



Right speaker 
START button 
SELECT button 




Navigate menu/Highlight menu item .directional buttons 

Select highlighted menu item.© 

Previous screen/Return to Main Menu ... ® 

Pause Game. 


The headset is only functional in Infrastructure Mode. 


CHARACTER MDVEMENT AND _A_CJ1Q_N_S_ _ 

Move reticle.analog stick 

Move skimmer.analog stick 

(aftertapping ®) 

Movement menu.® (hold) 

Drop skimmer/move.® (tap) 


Action menu . 


Evasive menu .-.-r:'. -.jf.® (hold) 


Cancel command 


Inventory .® (hold) 

Greffade quick select (ifrhJfd) .® (tap) 


Objectives/TacMap. 

Highlight objectives .directional buttons 

t* T * 

Navigate TacMap .analog stick 

4 

Zoom out.El 


/ 


, _directional buttons 

f !\ (while in 
grenade hold) 

Select pfmmand_ $ . y .analog stick/ 

directional 

■ buttons t j\ 

Toggle between 

Alpha land Bravo teams.El (hold 

to select entire 
fire team) 

Toggle between individuals.n (hold to bring 

up selection menu) 

Zoom in .directional button f 

Zoom out.directional button \ 


Snap to player 


Snap to objectives . 

Player statistics (online) 


Toggle grenade jjistanc 
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THE COMMANDS 


As the leader of your Special Forces team, you must issue a 
variety of movement, position, and tactical commands to 
your teammates. Utilizing the array of tactical commands in 
SOCOM U.S. Navy SEALs Tactical Strike is essential to your 
mission success. These commands can be issued using 
button controls. 

Holding ®, ©, ®, or ® will bring up the list of specific 
commands. Commands will become available or unavailable 
depending on where your reticle and skimmer is pointed and 
whether you have the required equipment to execute the 
command. For example, a unique set of command options is 
available when you point your reticle at a doorway. 


M_D VE M E NJ M M AND S 

You can use movement commands to send teammates to a 
position at a specific location. Tap ® to reveal the skimmer. 
Then move the pointer to where you want your team to go. 

Tap ® again to proceed with your team's movement. Your 
team's movement type is explained just below the in-game 
radar. To change movement type, press and hold ® to list 
how you want the team to move. Select type of movement 
using the analog stick or direction buttons, and then once 
chosen, release ®. You don't need to select movement type 
each time—the last selection is set as the default command. 

Stealth to Position 

Move your team stealthily to the location where your skimmer 
is placed. 

Move to Position 

Move your team in a steady and fast pace to where your 
skimmer is placed. 

Deploy Fireteam 

Direct individual members of a fireteam to a specific location. 
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(Able or Bravo) Move With Cover 

Have a fireteam provide cover for the other team as they 
move to another location. 


ACTION COMMAND: 


Use action commands to tell your team to engage the enemy, 
breach rooms, and collect items. Move reticle over enemies 
and objects. If an action is available, the reticle will change 
color or show an icon and a prompt below will let you know 
what you can do. Tap © to perform the action. To view other 
actions, press and hold © to list the other options. Select ac¬ 
tion type using the analog stick or direction buttons, and then 
once chosen, release ©. 


Attack Target V* f 

Fire at the target inside the reticle. 

Field of Fire 

Fire at everything within the enlarged reticle. 

Suppression Fire * : 

Provide suppressive fire at targeted area. 

Fire at Will ri 

Fire without prejudice at any threat in the vicinity. 

Hold Fire J 1 

Stop shooting immediately. 

Breach \ 

Bypass Door 

Pickthe lock of a closed door. It will take up to 10 seconds 
to open a locked door, depending on the team member's 
skill level, so make sure there's ample cover for whoever is 
picking the door. 

Breach and Clear 

Kick in the door and enter a room with the gun safety off. 

Breach With Frag 

Kick in the door, throw a grenade into the room, wait until 
the grenade explodes, and then enterto clear out the area. 

Breach With Flash 

Kick in the door, throw a flash grenade into the room, wait 
until the grenade explodes and stuns the enemies, and 
then enter to clear out the area. 




Breach With Stealth 

Open the door and enter the room without being seen or 
heard. 

Use Window 

Break window and fire into room. 

Collect 

Collect Weapon 

Pick up weapons on the ground from fallen enemies. 

Collect Ammo l lj.t’l 1§ 

Gather ammo lying around. 

Take Intel 

Collect left-behind laptops and files. 

. v Recover 
Use Medkit 

Patch up a teammate with first aid to recover their health. 

Revive 

Revitalize a fallen comrade. There's a limited time before a 
wounded colleague can't be revived. Time to revive is de¬ 
pendent on the team member's skill level. 


EVASIVE COMMANDS 

Evasive commands are used as defensive maneuvers. Tap ® 
to quickly cancel a command. To view other evasive actions, 
press and hold ® to list the options. Select action type using 
the analog stick or direction buttons, and then once chosen, 
release ®. 

Regroup Fireteam 

Have all four teammates regroup in one place. 

Switch Position 

Switch positions with any member of the fireteam who is in 
close proximity.. 


INVENTORY 


Inventory includes high-tech equipment, sniper mode, and 
different types of grenades. At anytime during the game, and 
if grenades are available, tap ® to ready a grenade toss. 
Use the direction buttons or analog stick to adjust where to 
throw the grenade. Tap © to throw the grenade. 


To view other items in your inventory, press and hold ® to list 
the other options. Select an item using the analog stick or direc¬ 
tion buttons, and then once chosen, release ® button to use. 

To choose sniper mode, you must first be in command of the 
sniper, and then move targeting bracket over an enemy you 
want to snipe. Once you've picked out a victim, press and 
hold ® to bring up the inventory list. Highlight Sniper, and 
then once chosen, release ® to let your sniper perform a 
shot on the target. Success will depend on the team mem¬ 
ber's skill level. 



ID 
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Press from the Title Screen to access the Main Menu. 
You are now a part of the Operations Control Network (OCN). 
The Main Menu enables you to first create a profile (if you 


have not done so already) then select between the Campaign, 
Multiplayer, Options, Credits, and Controls menus. While you 
are in the Main Lobby, use the directional buttons to toggle 
between options, press © to select, and press ® to go back 
to a higher set of options or the previous page. 


C_RE_AJ!NG_A PRDHLE 

If this is your first time playing the game or you have no 
previously saved profiles, you will be asked to first create a 
profile. Use the virtual keyboard to enter your profile name. 
Highlight each letter with the directional buttons and press 
© to confirm your choice. When you're finished, highlight 
ENTER and press ©. 

Note: In the future, you can edit your profile name in the Options menu. 


CAMPAIGN LOBBY (SINGkE_rtAM 

Once you have created a profile, select Campaign from the 
Main Menu to play single player games. The Campaign Lobby 
will let you start a new mission, replay missions, jump into an 
action-packed level, and view stats. 

Note: In campaign mode , you are given the opportunity to save your 
progress after each successful mission. If you are continuing the 
game , your campaign will begin in the same state as you left it after 
your last successful mission. 

r t 

Start New Campaign 

Once you've chosen to start a new single-player campaign, 
you must then choose the difficulty level at which you want 
to play. Use the directional buttons 4/4 to select from 
difficulty levels Ensign, Lieutenant, Commander, Admiral. 

Once selected, press the directional button \ and tap © 
on the OK button. 

Note: Admiral must be unlocked by completing Commander. 
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You'll then need to select which Special Forces team you 


want to play as: 


Australia 

Special Air Service Regiment 

Germany 

Kommander Spezialkrafte 

UK 

Special Air Service 

France 

Groupment d'lntervention de la 


Gendarmerie Nationale 

US 

Navy SEALs 

Spain 

Unidad de Operaciones Especiales 

South Korea 

707th Special Missions Battalion 

Italy 

9° Reggimento d'Assalto Paracadutisti 

Netherlands 

Korps Commandotroepen 


Use the directional button 4/4 to highlight the team you 
want to use, and then press © to confirm and move on to the 
Mission Lobby. 

Mission Redeploy , . 

Replay a previously completed mission. 

Instant Action v B ^y 

Once you have completed a campaign mission, two action 
missions are unlocked. These missions let the players travel 
back into the campaign mission environments to take on more 
action. 

Campaign Stats ') 

View your cumulative campaign stats including totaLkilfsf ■- ""V 

stealth ratings, and missions completed. Press KB-alid 
■3 to scroll between Overall Stats and Mission Stats. 
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^ MULTIPLAYER_ 

AD HOC __ 

Ad Hoc mode is a Wi-Fi feature that allows two or more indi¬ 
vidual PSP® (PlayStation® Portable) systems to communi¬ 
cate directly with each other. Connect to your closest buddies 
through Ad Hoc mode and challenge them to a multiplayer 
game of SOCOM U.S. Navy SEALs Tactical Strike. 

Note: To play SOCOM U.S. Navy SEALs Tactical Strike via Ad Hoc 
mode, you will need at least one opponent with a PSP® (PlaySta- 
tion®Portable) system running SOCOM U.S. Navy SEALs Tactical 
Strike. For best results, players should be stationed within 30ft, with a 
clear path between units. 

Infrastructure 

Compete against other players via a connection to a wireless 
local area network (WLAN) and play SOCOM U.S. Navy 
SEALs Tactical Strike Online. See Playing the Online Game, 
pg. 23, for more information. 

OPTIONS _.. 

Change game options and edit profile data in the Options 
menu. 

Scroll through the options by using the directional 
buttons t/J'- Change the option by using the directional 
buttons 4"/"4. 

Note: If you make any changes, you must press ® to save before 
exiting Options for the changes to take effect. 

Profile Name 

Make changes to your profile name and campaign settings 
here. You can also manually save, load, or delete game data. 
Use the directional buttons f/J' or analog stick to highlight 
each option. 

Note: If you make any changes, you must select SAVE before exiting 
Profile Data for the changes to take effect. 

Edit Profile Name —Change your profile name by using the 
virtual keyboard. Highlight each letter with the directional 
buttons or analog stick and press © to confirm your choice. 
When you're finished, highlight ENTER and press ©. 
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Load Profile —Load a previously saved profile. 

Save —Save any changes made to profile data or 
campaign settings. 

Optiuns 

Music Volume Setthe level of the background music. 

Dialog Volume Set the level of spoken words. 

Effect Volume Set the level of environmental sounds 
like footsteps or reload noise. 

Look Speed Adjust the look speed of the camera. 

Movement 

Skimmer Speed Adjust the skimmer speed. 

Subtitles Toggle subtitles ON / OFF. 

Invert Y-Axis Toggle Y-Axis Invert 0l\L/0FF. 



View the game credits for the product. 

CONTROLS 


Get a quick glance at the SOCOM U.S. Navy SEALs Tactical 
Strike control layout. 


MISSION LOBBY 


Once you have selected a mission from the Campaign Lobby, 
you will enter the Mission Lobby. Here, you can view mission 
details and objectives, review Intel information,^arm your 
team, and start your mission. While in the Mission Lobby, use 
■■ and MM to toggle between options, press © to select, 0 
and press ® to go backto a higher set of options or the pre¬ 
vious page. 

MISSION BRIEFING 


A summary of the mission at hand, including background, 
main objectives, and terrain is given here. Use the directional 
buttons to scroll the accompanying photos that go 
with the mission briefing. 
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TRAINING .. V, (w ■ 

— 
Build up a soldier's skill level. Skill points are awarded after 
the completion of each mission. These points can then be 
used to develop the following skills: 

General Skills 

Toughness strengthen body to repel enemy flak 

Marksmanship improve accuracy with a gun 

Carrying Capacity increase how much inventory 
can be carried 

Stealth build up covert movements 

Job Specialist improve area of expertise 

’ **. - ■ T 

Weapon Skills 

Light Weapons handguns and sub-machine guns 
Medium Weapons shotguns and assault rifles 
Heavy Weapons Machine Guns and RPGs 
Sniper sniper rifles 

Grenades flash, smoke, and frag grenades 

Press ® to automatically distribute available skill points 
evenly among all four soldiers. Or you can distribute points 
to each soldier manually. Use the directional buttons 
to scroll between each soldier. Once a soldier is highlighted, 
press * to bring up his skill set. Press ■■ and MM to 
switch between his General Skills and Weapon Skills. Use the 
directional buttons to select each skill. Once a skill is 
highlighted, use directional buttons to upgrade the 


ARMORY. 

You can review or change weaponry and equipment for each 
teammate in the Armory. You'll need, however, Command Eq¬ 
uity to purchase new weapons and equipment. 


IB 


COMMAND EQUITY (CE) 

Command Equity points are gained throughout the campaign 
when you complete primary, secondary, and bonus objec¬ 
tives. These points can be used in the Armory to buy new 
weapons and equipment. All items will have a CE cost below 
their icon in the inventory. 

LOCAL INFLUENCE (LI) 

Complete secondary and bonus objectives to gain local 
influence. If you maintain Good or Great LI scores for two 
consecutive missions, then you will unlock weapons that 
can be purchased in the Armory. 

CHANGING LOADOUT 

Your team is equipped with a default set of weapons and 
items for each mission. If you wish to change what an 
operative is carrying, first use the directional buttons 
to select the loadout underthe soldier you wish to equip, 
and then press © to enter his inventory. 

Highlight a weapon or equipment slot using the directional 
buttons and press © to select it. Once selected, move the di¬ 
rectional button 4"/^ to scroll through w available 
weapon/equipment choices. ? 

Weapon and equipment info including*nctionality is * 
automatically printed on screen once it is highlighted. 

Press © to select the displayed weapon/ 
equipment. Press ® to save your selections. 

Note: Press ® to restore to the last loadout. 


DEPLDY_ . / y 

When you're ready to start the mission, highlight DEPLOY. 

In some missions, you can unlock an extra insertion point 
by achieving Great LI in the previous mission. Press the 
directional buttons to select an insertion point. When 
you're ready to begin the mission, press © to deploy. 
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^ SINGLE PL AYER GAMEPLAY 

JHEGAMESCREEN 




I. Reticle 
Tac Map 
3 . Nav Points 
Team Status Panel 


Health Bar 
Ammo Indicator 
Concealment Indicator 
Weapon Status Panel 


RETICLE 

Use the reticle to view the surrounding area from where your 
team is standing. The reticle will turn red if it's placed on top 
of anything that requires an executable action. 

TAC MAP 

Located in the top right corner of the screen, use the com¬ 
pass to keep your bearings and as an aid for navigating the 
environment. 

• You are always in the center of the compass. 

• North is indicated by the letter N on the compass. 

•Teammates are represented by blue dots and 
enemies are red. 

• Nearby Nav Points are represented by a yellow marker. 

• The location of an objective is represented as a star 
on the compass. 
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NAVPOINTS 

Nav Points are map coordinates marking key positions in your 
op area and are created prior to insertion. They have names 
such as Charlie, Delta, Echo, Foxtrot, Juliet, Romeo, Whiskey, 
and X-Ray, but can include others. While playing the game, 
Nav Points will show up as yellow markers with the name of 
the Nav Point and the distance away. Use Nav points to help 
navigate through your op area. 

TEAM STATUS PANEL 

The team status panel is located at the bottom right hand cor¬ 
ner of the game screen and displays the current activity and 
health of your entire squad. 

Team members's health is shown by the green bar under¬ 
neath their name. When an operative is injured, the bar will 
decrease. If a teammate's health bar depletes completely, he 
is incapacitated and the red health bar right below will rapidly 
decrease. If the red bar depletes before he is revived, he will 
be permanently incapacitated and the mission will end. 


To the right of each health bar is the ammo indicator repre¬ 
sented by a vertical bar. The bar will gradually decrease as 
the operative shoots out his rounds. 

CONCEALMENT INDICATOR 

Each teammate has a concealment indicator represented by 
a vertical bar to the right of the activity indicator. The bar will 
turn red if you have been spotted and the enemy is firing upon 
you. Use cover and shadow to increase your concealment 
and the indicator will remain low. 


WEAPON STATUS PANEL 

Your currently equipped weapon 
and ammo info will be displayed 
in the bottom left corner of the 
screen. This includes weapon 
type in use, amount of loaded 



ammo, and number of 
reserve ammo left. 





^ TACMAP A ND MISSION OBJECTIVES 

Use the TacMap/Mission Objectives screen to navigate 
the environment and keep track of the mission specifics. 

To access the Tac Map/Mission Objectives screen, press 
anytime during game play. The Tactical Map and 
Mission Objectives contain all the current objectives 
about the operational area. 

JACMAP 

Using the TacMap ;|§| 

• Use the analog stick to navigate the map. 

• Use the directional buttons to scroll through 
the objectives. 

• Press WSM and ■■ to zoom in and out. 

• Press ® to snap the TacMap to the player. 

• Press ® to snap the TacMap to the highlighted 
objective. 

• Press to exit the TacMap. 

Your Positions 

All teammates' positions appear on the map as a blue triangle 
with the tip extending in the direction he is oriented. 

Nav Points 

Nav Points mark key locations within the operational area. 
Represented as yellow v-shaped markers, Nav Points are 
used as geographical way points to guide your team through 
the mission. 

Objectives 

Objectives are represented as a star on the map, with the 
surrounding area highlighted in green. 

Structures 

Move through the op area using these as navigational aids. 
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^ GO ONLINE 


f 


For more intense combat, select INFRASTRUCTURE from the 
Main Lobby. Team up with other SOCOM U.S. Navy SEALs 
players and compete as available Special 

Forces group. 

A valid network connection is required to play online. 
See Creating a Network Connection below for detailed 
instructions. 

To talk directly to teammates during games, use the 
optional headset. See Getting Started, pg. 4, for more 
information. 

CREANNG A NIT^RKMNECTipN 

If you have already created a valid network connection 
using the PSP® system software , skip this section and review the 
remaining sections. 

Before you can play SOCOM U.S. Navy SEALs Tactical Strike 
online, you must have created a valid network connection. 

If you have already created and saved a network connection, 
you are good to go. If not, you can use the Network Settings 
application in the PSP® system software menu under Settings. 

Note: For more detailed information on creating a Network 
Connection, see the PSP® system Instruction Manual. 

Note: If you experience connection issues , ensure that the WLAN 
Power Save mode is OFF. The WLAN Power Save is located in the 
PSP® Home Menu in Power Save Settings of the Settings column. 

Get Connected To SDCQM U.S. Navy SEALs Tactical Strike 

Use of the online portion of this game is subject to the terms 
and conditions under the User Agreement located within the 
game. A full copy of the User Agreement is available at: 

www.us.playstation.com/support/useragreement 

1 On the Title Screen, press VBF to continue to the 
MAIN LOBBY. 


2. Select INFRASTRUCTURE and then choose a connection to 
connect online (you must have already created a valid 
Network Connection). If you don't have a Network 
Connection, select New Connection and use the 
Network Settings application. 

Note: For more detailed information on creating a valid Network 
Connection , see the PSP® system Instruction Manual. Certain limi¬ 
tations apply to Wi-Fi connectivity. See manual for 
details. Player responsible for Wi-Fi fees. 
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3. On the ONLINE LOGIN / SELECT UNIVERSE Screen, select a 

U n ive rse to c o n n e ct to the * OCOM U. S. Na vy SEALs Tacti¬ 
ed! Strike LOGIN / PLAYER LOGIN Screen. 

4. Select Player Name. Enter a screen name and select 
ENTER. Select PASSWORD, enter a password, and then 
select LOGIN. 

Note: Be sure to write down or remember your password. SCEA 
Consumer Services cannot retrieve lost passwords. If you lose your 
password, create a new player name and password for online play. 

5. Select LOGIN and press © to go to the EULA Screen. 

6. Please read the User Agreement and select "ACCEPT" if 
you agree to the terms. 

Note:You must agree to the terms of the User Agreement to con¬ 
nect to SO COM U.S. Navy SEALs Tac 

If the player name you have selected is available, you will 
be prompted to register that name. Choose "YES" and 
press © to register that player name. If you receive an in¬ 
correct password error, someone has already registered 
that player name and you must select a new one. 

8. On the BRIEFING ROOM SELECT Screen, use the direc¬ 
tional buttons or analog stickto choose a Briefing Room 
and press © to select it to go to the ONLINE LOBBY 
Screen. Highlight JOIN GAME and press © to see the list 
of available games. Highlight the game you want to join 
and press ©. If you receive notification that the game is 
already in progress, press © to go to the game lobby. 

If in between games, selecting READY indicates that you 
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v PLAY IN G THE ONLINE GAME 


As you cycle through available games on the JOIN GAME 

screen, each game's mission type appears below the Game 

Name under GAME DETAILS to help you decide which game 

to join. 

Collateral Damage: Mercs must destroy over half the vehi¬ 
cles in the area by any means possible. Special Forces 
must defend the area. 

Demolition: Special Forces must prevent Mercs from 
destroying a critical object. 

Extraction: This is a hostage situation. The Special Forces 
team wins by killing all Mercenaries or escorting a VIP to 
the extraction point. Mercenaries win by killing the Special 
Forces team or murdering the hostage. 

FFA (Free For All): It's everyone for themselves in an intense 
all out deathmatch between Mercenary teams. 

Suppression: This is a pure fight to the death between 
Special Forces and Mercenaries. The winner has the 
most men left standing. 

CONNECTING TD AN ONLINE GAME 


The SOCOM U.S. Navy SEALs Tactical Strike Online Lobby is 
broken down into three options: JOIN GAME, CREATE GAME, 
and COMMUNITY. 

Join Game 

Join a specific game from the list. Highlighting a game will 
show the game details (game type, etc.) on the right hand 
side of the screen. 

Create Game 

Create a custom game. You choose the settings! 

Choose Game Type: Create a new game or load your 
previously saved game settings. 


Game Name: Name your game. 

Password: Password protect your game. 

Max Players: Set the maximum number of players to 2 or 4. 
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Edit Ga-me ** , 

Create / Edit Playlist: Add, edit, and remove maps to your play list. 

Load Play List: Load a previously saved play list. 

Save Game Settings: Save your preferred game settings to 
Memory Stick DUO™ or Memory Stick PRO DUO™. 

Start Game: Start your game. 

v PLAYING THE ONLINE GAME 

COMMUNITY . ___- N Mk I. 

This is your connection to the SO COM 
Tactical Strikt Online Community. 

TO COMMUNITY 

Check in here daily to make sure you have the latest info on 
the game, or use the personal Email feature to schedule an 
online match with your friends. 

SOCOM U.S. Navy SEALs Tactical Strike Daily: Here you will 
find news on the game, polls and surveys, as well as any info 

on SOCOM U.S. Navy SEALs Tactical Strike promotions. 

Leaderboards: Check out the latest updates for Overall, 
Gametypes, Maps, and Weapons Leaderboards. 

Personal: Edit your online profile or check your 
personal Email. 

Help: Read a FAQ on the game or browse the Online Manual 

SOCIAL LOBBY 

While in the Social Lobby, you can access your Friends List, 
create Clans, and view your Ignore and Invitation Lists. 

Friends: Manage your Friends List, send mail, view their on¬ 
line stats, or join the game they're currently playing. 
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Create Clan: Playing online is fun, but it is always more fun to 
play with your friends and a clan is a perfect way to do 
that. Creating a clan gives you an easy way to identify 
yourself with the group and lets others know that you are 
part of a high profile team. To create a clan, select CLAN 
from the Social Lobby and press ©. So long as the Clan 
Name is not already taken, your clan will be created. 

Once a Clan has been created, you can then manage your 
Clan list and Invite Players, Edit Clan Roster, Leave Clan, and Dis¬ 
band Clans. 

Ignore List: A list of players with which you don't want any 
kind of communication. 

Invitations List: Check what invitations you have received. 


. 

Tap ® to open the in-game communications menu and 
choose from Player Options and Game Options. Press the di¬ 
rectional buttons or analog stickto highlight an option and 
press © to select an option. 

PLAYER OPTIONS 

Friend Invite: Invite an in-game player to be a friend. 

Clan Invite: Invite an in-game player to join your clan. 

Ignore Player: Turn off text messaging and voice chat 
from a specific player. 


Radio: Select an active channel for voice communication 
using the headset. See "Using the Headset 
Online" on the following page. 
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THE START MENlh- 


Pressing during an online game will pull up the Start 
Menu and give you access to a few game options. Press the 
directional buttons f / 4^ to highlight a menu option and 
press © to confirm your selection. 

Note Accessing the Start Menu during online gameplay will NOT 
pause the game. 


Resume the game. 


Aborting the mission will return you to the SOCOM U.S. Navy 
SEALs Tactical Strike Online Lobby. 
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GAME EXPERIENCE MAY CHANGE DURING ONLINE PLAY. 

._____ P_N LjN E USER A G R E E M E N'T . 


PLEASE READ THE ENTIRE AGREEMENT AND INDICATE WHETHER OR NOT YOU AGREE TO ITS 

TERMS BY CLICKING THE "ACCEPT" OR "DECLINE" BUTTON ATTHE BOTTOM OFTHIS SCREEN. 

IF YOU CLICK THE "DECLINE" BUTTON YOU WILL NOT BE ABLE TO PLAY THE ONLINE VERSION 

OFTHIS GAME. CHECK WITH SONY COMPUTER ENTERTAINMENT AMERICA INC. ("SCEA") CON¬ 
SUMER SERVICES AT 1 -800-345-7669 FOR REFUND OR RETURN INFORMATION. PLEASE HAVE 

YOUR PURCHASE RECEIPT AVAILABLE. 

1. ACCEPTANCE OF AGREEMENT. This Agreement can be accepted only by an adult 18 years or 
older. By clicking the "ACCEPT" button, you affirm that you are over 18 years old and you are 
accepting this Agreement on your own behalf or on behalf of your minor child (under 18). 

2. GRANT OF LICENSE. SCEA grants you a non-exclusive right to use this software for personal, 
non-commercial play on a PlayStation® computer entertainment system only. You may not (i) 
rent, lease or sublicense the software, (ii) modify, adapt, translate, reverse engineer, decom¬ 
pile or disassemble the software, (iii) attempt to create the source code from the object code 
for the software, or (iv) download game content for any purpose other than game play. You have 
no proprietary rights in any game content including game play statistics. SCEA may modify such 
content at any time for any reason. This software may include time and use restrictions. For 
time and use restrictions regarding this software, visit www.us.playstation.com\support\ 
useragreement. 

3. AUTHENTICATION/SERVICE. SCEA may retrieve information about a user’s hardware and 
software for authentication, copy protection, account blocking, system monitoring/diagnos¬ 
tics, rule enforcements, game management and other purposes. SCEA does not guarantee the 
continuous operation of the game servers and shall not be responsible for any delay or failure 
of the game servers to perform. 

4. MAINTENANCE AND UPGRADES. Certain versions of hardware operating system software or 
other firmware (“Firmware”) may be necessary in order for this game to play on your PlaySta¬ 
tion® computer entertainment system. The game software on this disc may check for the ap¬ 
propriate Firmware and if it does not find the correct Firmware versions, it may automatically 
update your Firmware. Without limitation, such automatic updates or upgrades may change 
your current operating system, cause a loss of data, content, functionalities or utilities. It is 
recommended that you regularly back up any data located on the hard disk that is of a type 
that can be backed up. Loss of data is the user’s responsibility. 

5. SEPARATE USER ACCOUNTS/COLLECTION OF INFORMATION. Some games/services may ask 
you to create an account with a user, player or other game name ("Game Name") and pass¬ 
word. You may also be asked to select or provide additional information for a game profile. This 
information may be provided to any tournament website established by SCEA or its partners in 
connection with this game. When you choose a Game Name, choose an alias to protect your 
identity. When you choose a password, choose a unique combination of letters and numbers un¬ 
related to your Game Name or to any information you may share with other players in the game. 
If your account is inactive for an extended period your account may be deactivated. To inquire 
about a deactivated account, please contact SCEA Consumer Services at 1 -800-345-7669. 

6. PROTECTION OF IDENTITY/NO EXPECTATION OF PRIVACY. You have no expectation of privacy 
or confidentiality in the personal information you may intentionally or unintentionally disclose. 
You should avoid saying anything personally identifying in chat. 

7.0NLINE CONDUCT. When you play, you agree to be respectful of your fellow players and never 
to engage in any behavior that would be abusive or offensive to other players, disruptive of the 
game experience, fraudulent or otherwise illegal. This includes but is not limited to: 

(a) Harassing or intimidating other players; 

(b) Using language, selecting user, character, clan or team names or creating any other content that 
maybe racially, ethnically or religiously offensive, sexually abusive, obscene or defamatory; 


(c) Selecting as a user, character, clan or team name any word, symbol or combination of words 
and symbols which is identical to or substantially similar to any character, team, weapon, ve¬ 
hicle or other element which appears in this game; 

(d) Using content that is commercial in nature such as advertisements, solicitations and promotions 
for goods or services; 

(e) Falsely representing that you are an employee of Sony Corporation, SCEA, or any other affil¬ 
iated or related company; 

(f) Disrupting the normal flow of chat; 

(g) Making a false report of user abuse to SCEA Consumer Services; 

(h) Violating any local, state or national law; 

(i) Using a cheat code, cheat device or any device that modifies the executable game code or data. 
For a detailed explanation of the SCEA policy on cheating, visit www.us.playstation.com/ 
onlinecheating. 

(j) Any attempt to deliberately alter, damage or undermine the legitimate operation of this game, 
including but not limited to exploiting the ranking system by creating “dummy accounts”. 

8. REPORTING ABUSE. To report violations of this Agreement or to inquire about a blocked account, 
call SCEA Consumer Services at 1 -800-345-7669. 

9. AGREEMENT VIOLATIONS. If you violate this Agreement in any manner, SCEA may, at its 
discretion and without notice, temporarily or permanently block your account and/or reset your 
stats and/or rankings in this game and any related games. 

10. HOTSPOT AND INTERNET SERVICE PROVIDERS. SCEA and its affiliated companies are not 
associated with any of the Internet service providers (ISPs) including hotspot operators 
(collectively “ISPs”). SCEA is not responsible for any damages or injury arising from or related 
to your use of these ISP services. When you access the Internet, you are providing information 
directly to the ISP and not to SCEA. This information is collected by the ISP and is not shared 
with SCEA. Before accessing the Internet, you should carefully read the Service Provider’s user 
agreement/terms and conditions and privacy policy carefully. 

11. WARRANTY/DISCLAIMER/LIABILITY LIMITATIONS. EXCEPT AS PROVIDED HEREIN, THE 
SOFTWARE AND ALL RELATED SERVICES ARE PROVIDED "AS IS" AND, TO THE MAXIMUM 
EXTENT PROVIDED UNDER LAW, SCEA DISCLAIMS ALL WARRANTIES OF ANY KIND, WHETHER 
EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO ANY WARRANTIES OF 
MERCHANTABILITY OR FITNESS FORA PARTICULAR PURPOSE. Without limiting the foregoing, 
SCEA does not promise that this software will work properly with all memory card storage or 
other peripheral devices. From time to time, there may be problems related to availability, ac¬ 
cess, delay and failure to perform that are beyond the immediate and reasonable control of 
SCEA. In the event of a dispute regarding the online functionality of this software, you agree 
that the sole liability of SCEA and its affiliated companies will be limited to repair or 
replacement of the game software at SCEA’s option. SCEA may, at its sole discretion, 
discontinue hosting the game server at any time. SCEA has no liability for such discontinuance. 
SCEA has no liability for any violation of this Agreement by you or by any other player. 

12. MODIFICATION. SCEA at its sole discretion may modify the terms of this Agreement at any 
time. You are responsible for reviewing the terms of this Agreement each time you log in to play. 
By accepting this Agreement and by playing the game online, you agree to be bound by all 
current terms of the Agreement. To print out a current copy of this Agreement using your 
computer, go to www.us.playstation.com/support/useragreement. 

13. MISCELLANEOUS. This Agreement shall be construed and interpreted in accordance with the 
laws of the State of California applying to contracts fully executed and performed within the 
State of California. Both parties submit to personal jurisdiction in California and further agree 
that any dispute arising from or relating to this Agreement shall be brought in a court within 
San Mateo County, California. If any provision of this Agreement shall be held invalid or 
unenforceable, in whole or in part, such provision shall be modified to the minimum 
extent necessary to make it valid and enforceable, and the validity and enforceability of all 
other provisions of this Agreement shall not be affected thereby. This Agreement constitutes 
the entire agreement between the parties related to the subject matter hereof and supersedes 
all prior oral and written and all contemporaneous oral negotiations, commitments and 
understandings of the parties, all of which are merged herein. 




THE U.S. NAVY SEAL: LETHAL PRECISION 


Navy SEALs are the United States of America's most elite 
professional warriors. Their legendary stealth and clandes¬ 
tine methods of operation allow them to conduct high value 
covert missions that larger forces could never accomplish. 

SEALs (SEa, Air, Land) take their name from the ele¬ 
ments from which they operate. Owning the night, 

SEALs operate in small teams and are masters of 
every environment. If you take up the challenge 
of joining this elite team, you will be an 
unstoppable force taking down the 
enemy, anytime, anywhere. 

Whether fast-roping from a 

helicopter, surfacing on a 

secluded beach, dropping 

out of a plane at 20,000 

feet, or tearing up the 

terrain in an armored 

HUMVEE, Navy SEALs 

are the best of the best. i 


THE U.S. NAVY 
SEAL: PROFILED.... 

Forget Hollywood. 

Forget comic books. 

You cannot pick a 
SEAL out of a crowd 
because there is no 
profile of what a SEAL 
looks like. SEALs come 
from all walks of life 
and every demographic. 
You don't have to be an 
Olympic athlete. But you 
better be willing to train 
with the heart and dedica¬ 
tion of an Olympic athlete. 




THERE ARE THREE MAJOR CRITERIA, MT DEFINE A NAVY SEAL”; _ 

Character: The nature of our mission requires men that serve 
with honor courage and commitment: ready to lead, ready to 
follow, and never quit. 

The nature of our mission also requires 
men who are physically fit and capable in every environment, 
especially the water. We will teach you how to be a SEAL, but 
only you can bring the absolute dedication and drive to wear 
the trident and be 
considered one of the elite. 

Mental Agility & Toughness Maritime Special Operations re¬ 
quire SEALs who are intelligent and can quickly adapt to any 
challenge. SEAL missions are dynamic and require split-sec¬ 
ond decisions. These maritime warriors excel through mental 
discipline and innovation. 


BE A UNITED STATES NAVY SEAL 


Life can move pretty fast. A Navy SEAL moves faster and 
strikes harder. Are you ready to accept the challenge and 
make the most dynamic decision of your life? - You can be a 
Navy SEAL! Here's the best place to start: 


■ * 11 


7 WilVW.SEAL.NAVY.MIL 

DR CALL 

1-888-USN-SEAL 

TO SPEAK WITH A SEAL TODAY 
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( LIMITED WARRANTY 


Sony Computer Entertainment America (SCEA) warrants to the original purchaser of this SCEA 
product that this software is free from defects in material and workmanship for a period of ninety 
(90) days from the original date of purchase. SCEA agrees for a period of ninety (90) days to ei¬ 
ther repair or replace, at its option, the SCEA product. You must call 1-800-345-7669 to receive 
instructions to obtain repair/replacement services. 

This warranty shall not be applicable and shall be void if the defect in the SCEA product has arisen 
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL 
BE BINDING ON OR OBLIGATE SCEA. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFT¬ 
WARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PAR¬ 
TICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN 
NO EVENT WILL SCEA BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULT¬ 


ING FROM POSSESSION, USE OR MALFUNCTION OF THE SCEA SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions 
or limitations of consequential damages, so the above limitations and/or exclusions of liability 
may not apply to you. This warranty gives you specific legal rights, and you may also have other 
rights which vary from state to state. 

UNAUTHORIZED USE 

Unauthorized copying, reproduction, rental, public performance or broadcast of this game is a vi¬ 
olation of applicable laws. Shared game code is licensed solely for wireless distribution through 
PSP systems for noncommercial purposes. All rights to make copies of any portion of the game 
for subsequent redistribution is retained by the copyright holder. Please contact SCEA at 1-800- 
345-7669, if you are unwilling to accept the terms of this license. 


Updating the PSP® (PlayStation®Portable) system 


Updating the PSP® system software 

This UMD™ includes the latest update data for the PSP® system. If a screen prompting you to 
update the system software is displayed when you start the UMD™, you must perform an update 
to start the software title contained on the UMD™. 

Performing the update 

When you insert the UMD™, an icon (as shown on 
the right) is displayed under [Game] in the home 
menu. Select the icon, and then follow the on-screen 
instructions to perform the update. 

Before starting the update: 

• Fully charge the PSP® system battery. 

• Connect the AC adaptor to the system and plug it 
into an electrical outlet. 

During an update: 

• Do not remove the AC adaptor, turn off the system or remove the UMD™. 

If an update is canceled before completion, the system software may become damaged, and the 
system may require servicing to repair or exchange. 

Checking that the update was successful 

After the update has been completed, select [System Settings] under [Settings] from the home 
menu, and then select [System Information], If the System Software field displays the version 
number of the update, the update was successful. 


For details on the update feature of the PSP® system, contact SCEA Consumer Services at 
1-800-345-7669 or visit http://www.us.playstation.com/psp 
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Language 

Violence 


Alone. Betrayed 


And the best part? They're on your side, 


PlayStation. Por table 


E5RB C0HTBIT HATING www.esit.sis 
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